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An Implementation of Taekwondo Action Recognition
System using Multiple Sensing

Byong Kwon Lee'

ABSTRACT

There are a lot of sports when you left the victory and the defeat of the match the referee subjective
judgment. In particular, TacKwonDo pumse How accurate a given action? Is important. Objectively
evaluate the subjective opinion of victory and defeat in a sporting event and the technology to keep
as evidence is required. This study was implemented a system for recognizing Taekwondo executed
through the number of motion recognition device. Step Sensor also used to detect a user’s location. This
study evaluated the rate matching the standard gesture data and the motion data. Through multiple gesture
recognition equipment was more accurate assessment of the Taekwondo action.

Key words: Gesture Recognition, Motion Capture, Correlation Analysis, Multiple Camera Recognition,

Teakwondo Evaluation
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Fig. 1. Motion recognition games.
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Fig. 2. Data collection as Gesture Recognizer Device.
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Fig. 5. Human point of User Gesture Data.
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